SUPER MARIO BROS. 


EXTERNAL FEATURE 


S1: mode 
S2: set 
K1: forward 


K2: backward 





K3: start game 
K4: jump 
K1 + K4: jump forward 


K2 + K4: jump backward 


Display Mode Operations 


In normal mode, watch displays hours and minutes 
(with PM indicator). Press S1 once for alarm time to 
appear. Press S1 once again to enter game mode and 


the highest achieved score on that watch will appear. 


Cast of characters Figure Points 


Mario 





Poison Mushroom 4 
Cannon Ball 

Koopa Dragon 20 
Bridge 

Flower 5 
Star 5 
Coin 3 
Princess 

Pirana Plant . I 4 


Sound Effects: 


The different musical effects will sound at these various 
times: 


1. Game Start 

Mario moving forward 

Mario moving backward 

Mario Jumping 

Mario defeated by an enemy 

Mario getting flower or star 

While Mario becomes super mario & is invincible 

for ten seconds 

Hitting brick & getting hidden coin 

. Destroying poison mushroom by hitting the brick 
wall from underneath 

10.Destroys Pirana plant 

11. Killing Koopa Dragon & saving princess 

12.Gameover. 

13. Top score 1999 


oh Ola IS 


(© 00 


Game Mode Operations 


While in normal time mode press S1 twice to enter 
game mode. Highest game score recorded on this 
watch will be displayed on top. To start game press 


K3. Musical effect will sound & score will reset to zero. 
Three Mario faces will appear at top plus one in the 
starting castle giving a total of 4 Mario lives for each 
game. An extra bonus Mario can be won by accumulating 30 
hidden coins. These hidden coins can be found by Mario 
hitting the overhead brick wall on the second tier. 


Mario’s control Buttons 


K1: Forward 

K2: Backward 

K3: Start game 

K4: Jump 

K1 + K4: Jump Forward 
K2 + K4: Jump Backward 


Note: 

At start of game when leaving castle to jump on first 
brick wall you must jump forward-pressing K1 & K4 
simultaneously. This must be done as well on second 
tier when jumping on to brick steps and on third tier 
when jumping on to moving platform above Koopa 
Dragon. 


Object of Game: 


Mario's sweetheart, the Princess has been captured by 
an evil witch. The princess is being held prisoner & 
guarded by the fire breathing Koopa Dragon. Mario’s 
mission is to kill the Dragon and then be able to free 
the Princess. During his journey many enemies get in 
his way, & try to destroy him. When leaving the castle 
advance Mario forward by pressing K1. When he must 
jump forward press K1 & K4 simultaneously. There are 
bridges that Mario must pass over. They continuously 
open & close. If he attempts to cross an open bridge he 
will fall through and one Mario life is lost. To go through 
the tunnel connecting first & second tier, continue 
pressing K1 (forward), jumping is not needed here. 
Poison mushrooms falling from the cloud try to destroy 
Mario. Mario must jump over them by pressing K4. In 
order for Mario to be able to kill Koopa Dragon he must 
cause the top floating bridge to appear above Koopa. 
This can only be done by getting either a flower, or a 
star. The flower & star will appear periodically. Mario 
must jump (K4) to reach them. 


When Mario gets the star, a musical effect will sound 
for 10 seconds signaling that he is an invincible Super 
Mario and his enemies cannot destroy him during this 
interval. After rescuing the Princess, Mario will start at 
the next castle level. There are (4) levels. The higher 
levels increase in difficulty. In the higher levels more 
enemies appear (eg) cannon balls, pirana plant. 
Cannon balls will destroy Mario while he is jumping in 
their path. The running score is displayed at the top. 
After Mario has lost all lives the game is over. To 
resume play, press K3, score is cleared and a new 
game will begin. 


Important Note about sound effects: 


To mute or to reactivate the electronic sound effects, 
while in normal time mode, press S1 once to enter 
alarm mode (“AL”) then press S2 once and the Mario 
indicator will either disappear (indicating silent play) or 
appear (indicating full sound effects) Press S1 once to 
enter game mode. 


How to set your watch 
1. Seconds 


While in normal time mode, depress and hold S2 until 
flashing seconds appear in place of time display. Press 
any K button to set seconds to :00. 


2. Hours 


Press S1 and the full time will be displayed with the 
hour flashing. Depress and hold an K button to 
advance hours to desired time (PM indicator if 
necessary), then release. 


3. Minutes 


Press S1 once again and the minutes will begin 
flashing. Depress and hold any K button to advance 
minutes to desired time, then release. Press S2 to 
return to normal time mode. Your watch is now set to 
desired hour/minutes. 


Alarm setting operations 
1. Hours 


While in normal time mode, press S1 once to enter 
alarm mode (indicated by AL). Depress & Hold S2 until 
alarm hours begins flashing. Depress & hold any K 
button to advance hours to desired setting (PM 
indicator as necessary) then release. 
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2. Minutes 


Press S1 and alarm minutes will begin flashing. 
Depress and hold and K button to advance alarm 
minutes to desired setting then release. Press S2 and 
the alarm is now at the desired setting. 


3. Arming alarm 


To arm the alarm, press S2 button and the Mario 
indicator will appear to the left of the alarm time. The 
alarm will now sound at the set time every 24 hours. To 
disarm the alarm press S2 until indicator disappears. 


To turn alarm off while sounding at the set time in 
normal time mode, press any K button. Alarm will then 
remain armed to sound again in 24 hours. To return to 
normal time mode from alarm set mode, press S1 
twice. 


Battery Replacement 


Replace battery with one piece silver oxide union 
carbide #392 type or equivalent. 


